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Abstract: 
We recognized communicative atmospheres as an important and new field of study, and have proceeded along 
several directions in our research. In this paper, we describe our study of communicative atmospheres and 
their applications. First, we describe a bottom up approach using a generated atmosphere containing virtual 
characters, and investigate friendly communicative atmospheres. This leads us into an investigation of how 
we comprehend communicative atmospheres. Second, we show example applications; the restaurant retrieval 
system, and social skill training system. Even though these are pilot studies, the studies indicate the 
significance and originality of using communicative atmosphere. Finally, we describe the possibility of using 
these approaches to investigate interactions in future. We think the approach of using abstract virtual 
characters will be useful in designing character behaviors to control communicative atmospheres between 
humans and computers. 
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図 1：発話交替評価システム 3,4,5 
 
 






















































































































図 3：天使と悪魔エージェント 12,13 
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